








COMMAND ¢e SUMMA 


ARCHON 1: ADEPT APPLE 
TO START — Make sure you have a joystick plugge od In, then start the 
disk as you would any other. When the title screen appears, pressing any 


key will produce the game options menu. Use the Joystick to move the 


on-screen hand, 


Point at the options you want and select them by pressing the joystick 
button. For each side (Order and Chaos), you may select how the pleces 
will be controlled (joystick, keyboard or computer), how they will be 
handicapped, and who will start first. (See the inside of this card for 
additional notes about handicapping.) 





When you are ready to play, point at “ BEGIN THE GAME” and press the 
button (or Return, on the keyboard). For additional Instructions, see the 
manus! Jocated inside the front cover of the ps (When you play 
against the computer, your Wralths — described on page 5 of the manual — 
will be visible. Since the computer knows where they are, it seems only 


fair that you know as well.) 





Note: To use a joystick to control both Chaos and Order, you must have an 
Apple Il, I+ or Ile and an sdepter which will accept two joysticks. The 
‘er must use PDL 2, PDL 3 and PB 1 inputs for the second joystick. If 
you choose one of the othar two-player options, see Controlling Movement 
From the Keyboard on the inside of this card. 
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LIMITED WARRANTY 


. Arts waira otheo oduct th 

i software pr f ts in 
iginal p chaser of this computer 5 . jefec 
lectronic Arts warrants to the origin | pur bul com Ped will D i ; md oc 


recording medium on which the software programs urchase- i 
materials and workmanship for ninety days from the date OLR replace withou " 
returned by the purchaser during that ninety day period wy) se, damage or excess! 
provided that the returned media have not been subject to misuse, ced for 4 
e media will be repla 


Following the initial ninety day warranty period, defectiv 
replacement fee of $7.50. 
Defective media should be returned to: 


Electronic Arts 
390 Swift Avenue 
South San Francisco, CA 94080 


accompanied by [1 
$7.50 check [if beyo 





[2] a brief 


Se. 
purcha: 7 ranty 


f of 
Apts | ninety day war 


Enclose it in protective packaging, Rs 
statement describing the defect, [3] a nd the initia 


period], and [4] your return address. 


WHAT IS NOT COVERED BY THI 


This warranty does not apply to the software programs t 
provided “as is”. 


S WARRANTY 


hemselves. The programs are 


hether oral or written, express OF 
ties of merchantability ae eas . 

the date 
ne h of any 


This warranty is in lieu of all other warranties, W 
implied warranties, including implied warran 
particular purpose, are limited in duration to ninety days 
Electronic Arts shall not be liable for incidental or consequential damages for breac 


express or implied warranty. 














Some states do not allow the exclusion or limitation of incidental or consequential damages 
or limitations on how long an implied warranty lasts, so the above limitation or exclusion may 
not apply to you. This warranty gives you specific legal rights, and you may also have other 
rights which vary from state to state. Address all correspon 

Campus Drive, San Mateo, CA 94403. Or call us at (415) 572-ARTS. 


Unless identified otherwise, all programs and documentation are © 1985 Electronic Arts. 







Printed in U.S.A. 
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Square diagonally up and to the left, press the | key to move it straight up, | 
3 Music Construction Set. 


etc. When the frame is over the piece you want to move, press the fire key 
(the F key in the default set) to select that piece. Then use the movement 
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of Chaos 


Ifrit — Dark Spirit of 
storm and air. Scion of 
cyclones. Genie. Raksasha 


Firebird — Crafty child 
of ARCHON’S Phoenix. Fire 
is its weapon and its armor. 

















Juggernaut Wraith 
A melding of master Leech of the life- 
and missile, monster force. Feeder on 
and machine. Hell on wounds. Now you see 
wheels. Pure force. it, now you dont. 
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of Order 


CHAOS 
ELEMEN TALS ORDER 
Behemoth — Massive as i 
mountains, As subtle as a aaa nace Walle 
Piledriver. Reducer to rubble. Adame oe 


Siren — Murderous mermaid. 
Singer of Songs. The voice 
that sank a thousand ships 


slowly and Carries a big rock. 


giant of the deep. So big its 


tentacles cause tidal waves. 


Thunderbird — Skyrider, 
hurler of thunderbolts. Symbol 
of Order, defender of law. a 
Salamander — Little lizard 
made of flame. Scuttler, 
skulker, flinger of fireballs. 


Kraken — Strong, slow bal 


DEMONS 


Gorgon Chimera 
Fragile paralyzer of A three-faced night- 
life and limb. Hard on mare. Breathes fire, 
everyone, especially snorts poison gas, 
on the slow moving. stings like a scorpion. 
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Jon Freeman, Paul 
Reiche III and Anne 
Westfall, the conjurers 
behind the conjurers. 
Without them there 
would be no Adepts, 
no Chimeras, no Sirens, 
no Wraiths. All reasons 
to be grateful to them. 
Except maybe for the 
Wraiths. 






Game design and development: JON FREEMAN & PAUL REICHE UL 


Program design and execution: ANNE WESTFALL. Documentation: JON FREEMAN. 
Producer: JOE YBARRA. Packa; i 


ickage design: WILLIAM GIN. Package illustrations: ERIC JOYNER. 
Archon II: ADEPT is a Free Fall® game. Software ©1984 Free Fall® Associates. Package design 
©1984 Electronic Arts, Simultaneously published in Canada and the U.S.A. Screen Photos represent ’ 
Atari version only. Others may vary. Atari is a registered trademark of Atari, Inc, 
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BATTLE OF 
THE MAGES 


a eee oF ahaa is ending. Mighty wars of magic rage and monsters roam 
ments hungry for power and prey. The doom of Apocalypse shadows all. 
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THE BATTLEGROUND 
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SUMMON 
GORGON COEMON? 
el | 





Board becomes arena and strategy explodes into action. The 

Siren’s deadly song begins instantly to drain her adversary’s 
life force. The Gorgon will need all of its own incredible 
speed and vicious power at close range. There’s no such 
thing as a long battle with a Siren. 





Amidst swirling elements, an Adept of Order conjures a 
Gorgon to send against an enemy Siren. That's a power 
point they'll fight for. At least, sometimes it is. And Order 
needs more power. Desperately. It won't be easy. Sirens love 
water. That’s why Chaos put her there. 








The Unique Archon Blend of Strategy with Arcade Action. 
Different Battlegrounds for Earth, Water, Air, Fire. 
12 Different Conjurable Monsters. 
4 Conjuring Adepts on Each Side 
1 or 2 Players with a Computer Player that Gets Tougher as You Do. 
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ELECTRONIC ARTS” 


on goal. We want to fulfill the potential of personal computing. That's a tall 
denthusiasm we think there’s a good chance for success. Our products, like this game, are evidence of our intent. If 
Electronic Arts, 2755 Campus Drive, San Mateo, CA 94403. 


does not apply to the software programs themselves, which are provided AS IS. 





About Our Company. We're an association of electronic artists who share acomm 


order. But with enough imagination an 
you'd like to get involved, please write us at: 


des a limited ninety day warranty on the recording media. See limited warranty statement enclosed. The warranty 








Electronic Arts provi 

























ARCHON II: 
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THE MANUAL 








Long, long had the Master of Order 
strugaled with the Mistress of Chaos. 
Anctent as time, chanaeless as death was 
~ i\— thetr conflict—waged tn mundane realms 

(uma by magically potent Adepts. No more. 
The ol secure wellsprings of magical energy are 
failing. Wo control the new sources, the Adepts are 
bringing forth new armies of reluctant Bemons and 
Elementals long unsummoned. Change ts at hand 
and the battle would find an end. 


This is that battle. The ending ts pours. 











THE BOARD 


The main board is composed of four bands representing the classical elements of Earth, Water, Air 
and Fire. Additionally there are four squares which are not part of any band. Two are black, neutral 
squares representing the Void. The others are citadels, the home squares of Order and Chaos. 


While the Void squares can be occupied by icons just like any position in the four bands, the 
citadels remain empty throughout the game. 


of Chaos of Order 


There are 6 flashing power points. Two are the Void squares. The other 4 move from turn to turn 
through the outermost corners of each of the four elements. Occupation of the 6 power points is 
the major goal of the game. 


MOVEMENT 


Ifthe hollow square (or “frame’) is on your side, it’s your turn. Use your joystick to move the frame 
atop the icon you want, and push the button. Next, use the joystick to move the icon (or the frame 

in the case of Adepts) to your intended destination and press the button again. (If you accidentally 
press the button over an icon you don’t want to move, press the button again without moving your 
stick to cancel the selection and start over. Once you’ve moved an icon at all, you cannot cancel 
your selection. NOTE: The rule for cancelling an Adept move is different. See Magic Spells below.) 


Elementals and Demons (conjured up with the Summon spell) slide freely along the element they 
are on. You may slide them as far as you like with two restrictions: they cannot pass another icon 
and they cannot end their move atop a “friendly” icon. Alternately, you may jump them from one 
element to an adjacent one on a turn. No icon may slide and jump on the same turn. 


Adepts can teleport anywhere on the board, but it costs them a bit of magical energy to teleport 
from one element to another. 


MAGIC SPELLS 


Instead of a move, on any turn an Adept can cast any spell it has enough energy for. Simply select 
the Adept with the frame, press the button, and then press the button again. Instead of canceling 
your Adept’s move, this action produces the message “SELECT YOUR SPELL”. 


Move the joystick forward and backward to produce the different choices described on the next 
page. Press the button to select the one you want. If you change your mind and decide you would 
rather move the Adept (or another icon) instead, select “CANCEL SPELL”.To cancel a spell after 
you've already selected it with a button push, move the frame over your citadel and press the 
button again. 


Magic lies at the heart of the action — and so does the fact that it costs. The amount of magical energy 
you have (shown by a vertical bar next to the board when it’s your turn) varies throughout the 


game. You gain energy from each power point you occupy and — for the first few turns only — from 
your home citadel. 


Moving icons is mostly free, but it takes magical energy to maintain each Demon and Elemental on 
your side and substantial amounts to cast spells. The cost of different actions is shown by the mark 


which appears next to the energy bar as you explore your options. You will not be allowed to take 
actions you do not have enough energy for. 


The effects of spells are limited to the element the conjuring Adept is on. Adepts cannot cast spells 
from a Void square and Adepts are immune to all spells except Heal. 





























BATTLEGROUND 


EFFECT OF CONTACT WITH BARRIER 
ELEMENT MISSILES ICONS 
Earth Destroyed Stopped 
Water Slowed Slowed 
Air Deflected Slowed 
Fire No effect Wounded 
Void ---- ---- 
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CORNER VOID ELEM. DEMON ELEM. DEMON ELEM. DEMON ELEM. DEMON 


NORMAL MAINTAIN HEAL/ 
STARTING INCOME SUMMON (PER ICON) WEAKEN / BANISH 
ENERGY (PER FULLTURN) | JMPRISON 
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Amidst swirling elements, an Adept of Order conjures a 
Gorgon to send against an enemy Siren. That's a power 
point they'll fight for. At least, sometimes it is. And Order 


Board becomes arena and strategy explodes into action. The 
Siren’s deadly song begins instantly to drain her adversary’s 
life force. The Gorgon will need all of its own incredible 





needs more power. Desperately. It won't be easy. Sirens love speed and vicious power at close range. There's no such 
water. That’s why Chaos put her there. thing as a long battle with a Siren. 


The Unique Archon Blend of Strategy with Arcade Action. 
Different Battlegrounds for Earth, Water, Air, Fire. 
12 Different Conjurable Monsters. 
4 Conjuring Adepts on Each Side 
1 or 2 Players with a Computer Player that Gets Tougher as You Do. 


ELECTRONIC ARTS” 


About Our Company. We're an association of electronic artists who share acommon goal. We want to fulfill the potential of personal computing. That's atall 
order, But with enough imagination and enthusiasm we think there's a good chance for success. Our products, like this game, are evidence of our intent. If 
you'd like to get involved, please write us at: Electronic Arts, 2755 Campus Drive, San Mateo, CA 94403, 


he recording media. See limited warranty statement enclosed. The warranty does not apply to the software programs themselves, which are provided AS IS. 





Electronic Arts provides a limited ninety day warranty on t! 





